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FIG. 5 

PARAMETERS FOR LEADING CHARACTER" 



LIFE 
MENTAL POWER 
APPARENT FEARFULNESS 
SKILL LEVEL 
ACCURACY LEVEL 
RESIDUAL NUMBER OF BULLETS 
ENEMY SEARCH ABILITY 
ATTACK RANGE 

FIELD OF VIEWCFORWARD VIEW) 

SPEED - 

TERROR 

OFFENSIVE POWER 
DEFENSIVE POWER 
CONTINUOUS SHOOTING ABILITY 
DAMAGE COUNTER 

CONSUMPTION LEVEL OF MAGAZINE 
FIELD OF VIEWCANQLE) 
FIELD OF VIEW (SENSE) 
SHORT-DISTANCE OFFENSIVE POWER 
MIDDLE-DISTANCE OFFENSIVE POWER 
LONG-DISTANCE OFFENSIVE POWER 
DODGE SKILL FROM SHORT-DISTANCE ATTACK 
DODGE SKILL FROM MIDDLE-DISTANCE ATTACK 
DODGE SKILL FROM LONG-DISTANCE ATTACK 
ENDURANCE POWER AGAINST SHORT-DISTANCE ATTACK 
ENDURANCE POWER AGAINST MIDDLE-DISTANCE ATTACK 
ENDURANCE POWER AGAINST LONG-DISTANCE ATTACK 



VALUE 



0-255 

% 
% 
% 
% 
% 
% 

MAYA 
MAYA 
16 STEPS 
(0-15) 
% 

0-255 
0-255 
FRAME 

0-255 

% 

MAYA 
MAYA 

% 
% 
% 
% 
% 
% 
% 
% 
% 
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FIG. 6 

PARAMETERS FOR ENEMIgS 



LIFE 
MENTAL POWER 
APPARENT TEARFULNESS 
SKILL LEVEL 
ACCURACY LEVEL 
RESIDUAL NUMBER OF BULLETS 
ENEMY SEARCH ABILITY 
ATTACK RANGE 

FIELD OF VIEW (FORWARD VIEW) 
SPEED 



TERROR 

OFFENSIVE POWER 
DEFENSIVE POWER 
CONTINUOUS SHOOTING ABILITY 
DAMAGE COUNTER 

CONSUMPTION LEVEL OF MAGAZINE 
FIELD bF VIEW (ANGLE) 
FIELD OF VIEW (SENSE) 
SHORT-DISTANCE OFFENSIVE POWER 
MIDDLE-DISTANCE OFFENSIVE POWER 
LONG-DISTANCE OFFENSIVE POWER 
DODGE SKILL FROM SHORT-DISTANCE ATTACK 
DODGE SKILL FROM MIDDLE-DISTANCE ATTACK 
DODGE SKILL FROM LONG-DISTANCE ATTACK 
SSS^l pX'r' i^ilKII -^"?«^-^'^TANCE ATTACK 

ENDURANCE POWER AGAINST 
STROKE ENDURANCE 
FIRE ENDURANCE 
WATER ENDURANCE 
ACID ENDURANCE 
THUNDER ENDURANCE 
WEAK POINT ID 

PURSUING ABILITY(PERSISTENCY) 
CRITICiU- ENDURANCE 



VALUE 



MIDDLE-DISTANCE ATTACK 
LONG-DISTANCE ATTACK 



0-255 
% 
% 
% 
% 
% 

% 

MAYA 
MAYA 

16 STEPSI 
(0-15) 
% 

0-255 
0-255 
FRAME 
0-255 
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MAYA 
MAYA 
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FIG. 7 
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PARAMETERS FOR ARMS 



RANGE 

WEIGHT (SIZD 

OFFENSIVE POWER 

CONTINUOUS SHOOTING SPEED 

NUMBER OF LOADING 

FIELD OF VIEW (FORWARD VIEW) 

FIELD OF VIEW (ANGLE) 

FIELD OF VIEW (SENSE) 

BULLET LOADING TIME 

ATTACK RANGE 

ACCURACY 

SHORT-DISTANCE OFFENSIVE POWER 
MIDDLE-DISTANCE OFFENSIVE POWER 
LONG-DISTANCE OFFENSIVE POWER 
DODGE SKILL FROM SHORT-DISTANCE ATTACK 
DODGE SKILL FROM MIDDLE-DISTANCE ATTACK 
DODGE SKILL FROM LONG-D I STANCE ATTACK 
ENDUJIANCE POWER AGAINST SHORT-DISTANCE ATTACK 
ENDURANCE POWER AGAINST MIDDLE-DISTANCE ATTACK 
ENDURANCE POWER AGAINST LONG-DISTANCE ATTACK 



VALUE 



M 

KG 
0-255 
FRAME 
0-1023 

M 

M 

M 

FRAME 

% 
% 
% 
% 

% 
% 
% 
% 
% 
% 
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FIG.8 
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FIG. 9 
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FIG. 12 
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FIG. 16 
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